= N = == 1d20 SKILLS
1 H -1 ACROBATICS: I’'m good at tumbling, flipping, and rolling.
Aasimar Scribe (= - Elebne :
RACE AGE BACKGROUND XP ©® +5 ANIMAL HANDLING: Animals really like me
CHARACTER NAME . . .
O +0 ARCANA: | know about magic, spells, and weird things
+2 ATHLETICS: I’ ing, j i imbi
EVES HAR HEIGHT WEIGHT O +2 I’'m good at running, jumping, and climbing
w —— — O +1 DECEPTION: I'm good at lying and playing tricks on people
,( STRENGTH \\ ,( DEXTERITY \\ /(CONSTITUTION\\ © +2 HISTORY: | know about things that happened a long time ago
® 5 INSIGHT: | know how people feel and can tell when they’re lying
+ 2 + 2 - 1 - 1 + 2 + 2 O +1 INTIMIDATION: I’'m good at scaring people!
1 & 1 & 1 & @® +2 INVESTIGATION: | can find clues and secrets
\. BONUS SAVE i \. BONUS SAVE i \. BONUS SAVE i ® +5 MEDICINE: | can help people when they’re sick
y . y . y . O +0 NATURE: | know all about plants and animals
( INTELLIGENCE\ ( WISDOM \ ( CHARISMA \ ® +5 PERCEPTION: I’'m good at finding and spotting things
O *1 PERFORMANCE: I'm good at putting on a show!
+O + O + 3 + 5 + 1 + 3 O *1 PERSUASION: Ican get people to do what | want to do
1 & 1 & 1 & © +2 RELIGION: | know about the gods and prayers
WHAT T LOOK LIKE | . BONUS SAVE J . BONUS SAVE J . BONUS SAVE O _-1_SLEIGHT OF HAND: I'm good at hiding things and taking things
C LE R I C N — 5 PASSIVE QO -1 STEALTH: I'm good at hiding and staying quiet
PROFICIENCD INSPIRATION j 15 PERCEPTION O +3 SURVIVAL: | can follow footprints and track animals
MY CLASS LEVEL =
. N\ 7/ N\
p o [ namve ATK BONUS pavace Y [ STUFF | CAN DO h
ARMOUR INITIATIVE SPEED TURN UNDEAD | Channel Divinity **You can use Channel Divinity twice. You
1 7 1 3 Oft M ace 1d20 + 4 1d6+2 Bludgeon As a Magic action, you present your holy Symbol regain one of its expended uses when you
- and speak a prayer censuring the Undead. Each - .
O o finish a Short Rest, and you regain all
) Undead that can see or hear you within 30 feet of .
/ Unarmed Strike 1d20 + 4 3 BIUdgeon you must make a Wisdom saving throw. If the expended uses when you finish a Long Rest.
@ﬁ (Temporary;\\ creature fails its saving throw, it is Frightened and
2 1 Maximum Hit Points 1d20 + Incapacitated for 1 minute. For that duration, it CELESTIAL RESISTANCE |
tries to move as far from you as it can on its turns. You have Resistance to Necrotic and
— This effect ends early on the creature if it takes any -
O O O0OO0OO0OO0OO0OO0OO0OO0 . ° " Radiant damage.
7 damage, if you have the Incapacitated condition, or
N\ AMMUNITION Y DARKVISION |
ivini You have Darkvision up to 60 feet.
7 OTHER COMBAT STUFF <\ 2IVINE SI?ARK.l Channel IZ.)|vm|ty p
s a Magic action, you point your Holy Symbol at
INVENTORY: Holy Symbol, Backpack, Blanket, Holy another creature you can see within 30 feet of HEALING HANDS | (Once per Long Rest)
. . yourself and focus divine energy at it. Roll 1d8 and As a Magi ti t h t d
Water; Lamp, Rations (1 day), Robe, Tinderbox. add your Wisdom modifier. You either restore Hit s“azd:g_:_chac Ion:[ you OU(,: acrea l;re al;
LGRS et Lt o2 Points to the creature equal to that total or force I';'O Poi - Ihe Crlea urhe regallns TI n:m ero
. the creature to make a Constitution saving throw. it Points equal to the total rolled.
HIT DICE DEATH SAVES .
O Ued " 1ol LANGUAGES: Common’ Celestial On a failed save, the creature takes Necrotic or
successes O=O=0 Radiant damage (your choice) equal to that total. HEAVY ARMOUR |
. . . On a successful save, the creature takes half as You have Disadvantage on Stealth checks
\ @ rawres Q=00 GP: SP: CP: much damage (round down).
N 4 N\ &
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Touch 1 Action -
1 Hour V,S
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) O SpELLCASTING FOCUs

You touch one object that is no larger than 10
feet in any dimension. Until the spell ends, the
object sheds bright light in a 20-foot radius and
dim light for an additional 20 feet. The light can
be colored as you like. Completely covering the
object with something opaque blocks the light.

The spell ends if you cast it again or dismiss it as
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SPELLS | KNOW

Light

Sacred Flame

LEVEL

7 Sacred Flame C
60 ft 1 Action DEX DC13
Instantaneous VvV, M
(OPREPARED)

Flame-like radiance descends on a creature that
you can see within range. The target must
succeed on a Dexterity saving throw or take 1d8
radiant damage. The target gains no benefit
from cover for this saving throw.

Spare the Dying

Word of Radiance

Bless

Cure Wounds

Guiding Bolt

Protection from Evil and Good

Shield of Faith

\ an action.
A
LEVEL
4 Spare the Dying C
15 ft 1 Action -
Instantaneous V,S
(OPREPARED)

Choose a creature within range that has 0 Hit

Points and isn’t dead. The creature becomes
Stable.

N
4 Word of Radiance
15 ft 1 Action CON DC13
Instantaneous VvV, M
(QPREPARED)

You utter a divine word, and burning radiance
erupts from you. Each creature of your choice
that you can see within range must succeed on
a Constitution saving throw or take 1d6 radiant
damage.




/
7 Bless

30 ft 1 Action -

CONC | 1 Minute V,5,M

(OPREPARED)
You bless up to three creatures within range.
Whenever a target makes an attack roll or a
saving throw before the spell ends, the target

adds 1d4 to the attack roll or save.

N

LEVEL

7 . )
Protection from Evil and Good

Touch 1 Action -

CONC | 10 Minutes V,S,M

(OPREPARED)

Until the spell ends, one willing creature you touch is
protected against creatures that are Aberrations,
Celestials, Elementals, Fey, Fiends, or Undead. The
protection grants several benefits. Creatures of those
types have Disadvantage on attack rolls against the
target. The target also can’t be possessed by or gain
the Charmed or Frightened conditions from them. If
the target is already possessed, Charmed, or
Frightened by such a creature, the target has

< Advantage on any new saving throw against the

relevant effect.

N

LEVEL

1

LEVEL

7/
4 Cure Wounds 1
Touch 1 Action -
Instantaneous V,S
(OPREPARED)

A creature you touch regains a number of Hit
Points equal to 2d8 plus your spellcasting ability
modifier.

LEVEL

7 Shield of Faith 1

1 Bonus Action -

60 ft

CONC | 10 Minutes

V,5,M

(OPREPARED)
A shimmering field surrounds a creature of your
choice within range, granting it a +2 bonus to
AC for the duration.

LEVEL

4 Guiding Bolt 1

120 ft 1 Action -

Instantaneous V,S

(OPREPARED)
You hurl a bolt of light toward a creature within
range. Make a ranged spell attack against the
target. On a hit, it takes 4d6 Radiant damage,
and the next attack roll made against it before
the end of your next turn has Advantage.

LEVEL

//

(QPREPARED)
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LANGUAGES: Common, Celestial
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	Stuff I Can Do 01: TURN UNDEAD | Channel Divinity
As a Magic action, you present your holy Symbol and speak a prayer censuring the Undead. Each Undead that can see or hear you within 30 feet of you must make a Wisdom saving throw. If the creature fails its saving throw, it is Frightened and Incapacitated for 1 minute. For that duration, it tries to move as far from you as it can on its turns. This effect ends early on the creature if it takes any damage, if you have the Incapacitated condition, or if you die.

DIVINE SPARK | Channel Divinity
As a Magic action, you point your Holy Symbol at another creature you can see within 30 feet of yourself and focus divine energy at it. Roll 1d8 and add your Wisdom modifier. You either restore Hit Points to the creature equal to that total or force the creature to make a Constitution saving throw. On a failed save, the creature takes Necrotic or Radiant damage (your choice) equal to that total. On a successful save, the creature takes half as much damage (round down).
	Stuff I Can Do 02: **You can use  Channel Divinity twice. You regain one of its expended uses when you finish a Short Rest, and you regain all expended uses when you finish a Long Rest.

CELESTIAL RESISTANCE | 
You have Resistance to Necrotic and Radiant damage.

DARKVISION |
You have Darkvision up to 60 feet.

HEALING HANDS | (Once per Long Rest)
As a Magic action, you touch a creature and roll 2d4. The creature regains a number of Hit Points equal to the total rolled.

HEAVY ARMOUR |
You have Disadvantage on Stealth checks
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	Front_Hit Die: 2d8


